The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for The Beekeeper. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
I like that it’s a 2 person game, always need more of those. Love the names of the worker honeybee dances. The love letters are adorable and sweet. The questions are great for learning how to build good communication skills in relationships.

The game presentation is minimal and beautiful. The first letter is heartbreaking, and throughout the writing is great.

This game is pretty stunning. Breaking the game up into three acts with letters read aloud is great. The three different types of tiles and the way the questions shift in tone and content are great. Forming the used materials of the game into a honeycomb is very cool. The questions and content of the game seem like they would be really intense and moving, such that debriefing over tea (as the rules seem to imply) might indeed be necessary. I want this game burned onto little wooden tiles (or printed on thick cardboard tiles) that I could carry around in a set.

Critical Feedback
-----------------
It is a lot of questions to ask and answer, I can see how a pared down version would be less emotionally draining if played with a stranger, and how the entire game could be played over several sessions for actual couples.

Sixty tiles seems like an impossibly large amount, even if answers and elaborations are kept short. I imagine the game needs 15-25 tiles at most.

There are a LOT of tiles. If the players really have to get through all of the tiles to complete the game, this might take an entire 4-hour convention slot of even longer, depending on how much they talk about each tile. Even if each tile just takes 5 minutes on average, that’s 300 minutes (5 hours, with no breaks and a rapid pace) for all 60 tiles. I would suggest the designer aim more for an hour for each section, or even have the number of tiles diminish in each subsequent section. 12 -> 9 -> 6? In any event, the number of tiles in each section is probably easy to iron out in playtesting. Failing that, it could be a multi-session game, with each letter being one part, but I think the emotional tension and impact would be higher in a single-session game of 2-3 hours. My only other suggestion is to put the “tea and debrief” final paragraph of the instructions on a seperate, final page rather than the end of the third letter.